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� How We Did It � 

Look for the shaded boxes throughout the lesson plan to see what we did in the Girls Creating Games program. 
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Finding Out About Jobs & SkillsFinding Out About Jobs & SkillsFinding Out About Jobs & SkillsFinding Out About Jobs & Skills    

 
Purpose: Students will explore potential careers in the digital gaming industry by learning about jobs that match 
their skill strengths and personal interests. 
 

Time Required: 45 minutes  
 
Materials:  

• Interview activity steps on flipchart 

• GCG Inc. Organizational Chart poster 

• GCG Inc. Organizational Chart activity sheets (1 
per student) 

• Pencils 

• “Signing bonus” incentive - chocolate, candy, toys 
stickers, etc. (1 per student) 

• Overview of jobs making computer games 
(1 per student) 

• 10 different video game job description 
activity sheets copied on different colored 
paper (1 of each description per student) 

• Video game job interview sheets copied on 
colors to correspond with job descriptions (1 
of each interview sheet per student) 

 
 
 
 
 
 
 

 
 
 
 
 
 

Introduction to GCG Inc. 5 minutes 

1) Explain to students about “GCG Inc” (or use a different fictitious company name) 

a. Explain to students that their game-building has been so successful that you’re thinking about starting 
up a game company to make and sell games. Show them the organizational chart for GCG Inc (on 
page 5). Explain that an organizational chart shows how a company is set up, and identifies all the 
different teams in the company and the jobs and titles that are necessary for it to succeed. 

b. Talk about the organizational chart and you might say that it will be an all-female game design 
company. Say that the adults would be the CEO and COO (oversees all the day-to-day work of the 
company). Explain that the Technical Director’s job is to oversee the technical aspects of making the 
games. 

c. Next, explain that GCG Inc. needs employees to design and build its games. Using the organizational 
chart, show them how game companies use teams to design and build games. Explain that there are 
five teams that work together to do this:  

• a management team that runs the company and provides support to employees 

• a design team that comes up with the ideas and stories for the game, 

• an artistic team that creates the art, music and animations for the game, 

• a programming team that writes all the computer code that makes the game work, and  

� How We Did It � 

In the Girls Creating Games program, this activity was most often facilitated by giving task instructions separately for each 
of the four parts of the activity (as written below). With some groups, we presented all four parts of the instructions at the 
same time with the use of posted activity steps. Facilitators should use their own discretion as to which works best with 
their students. 

The “overview of jobs” and “video game job descriptions” activity sheets were created from an online article located at 
http://findarticles.com/p/articles/mi_m1155/is_2_44/ai_63257098 and the following books: Career Ideas for Kids Who Like 
Computers, Reeves, D.L. & Kent, P. (1998) Facts on File, Inc. New York, NY and Cool Careers for Girls in Computers, 
Pasternak, C. 7 Thornburg, L. (1999) Impact Publications, Manassas Park, VA. A sample of a video game job interview 
sheet is included on page 7. For this activity there should be an interview sheet, with applicable questions, to correspond 
with each job description. 



Lesson 1 

Girls Creating Games: Increasing Girls’ Tech Savvy Identity; August 2006 3 

• a testing team that plays the early versions of the game to make sure it works properly and is 
fun and challenging. 

  

Selecting Job for Interview 13 minutes 

1) Now that students have heard about the (fictitious) new all-female start-up game company, ask them to pretend 
that the company wants to hire them to build games. 

2) Next, students choose the job they want to apply for. Explain that because this is a start-up company, there are 
multiple job openings for all of the positions that haven’t been filled. (The filled positions being CEO, COO, 
Technical Director and Technical Support Manager.) 

3) Refer them back to the GCG Inc. organizational chart. Tell students that you want them to choose a job to learn 
about that they might like to do if they were hired into a company like GCG Inc. Briefly identify the jobs they can 
choose: 

• Designers create the ideas, characters and stories for games. 

• Artists draw characters, scenery and texture, which includes animators (who make things move) and 
sound designers (who create sound effects and music). 

• Programmers write the code that makes the games work. 

• Testers play games to make sure they are fun, challenging and that they work correctly. 

• Repair Technicians maintain and repair the computers and software used by company employees to 
create games. 

• Computer Trainers teach employees how to use computer hardware and software. 

 

 

 

 

 

 

4) Explain to students that once they have chosen a job in GCG Inc., they should read about that job. Show them 
where to find the activity sheets for the ten different jobs. 

5) Tell students that you are also going to give them a handout that has general information about jobs making 
computer games. Ask them to read the handout and to take activity sheets home, if they want. 

6) Program leaders should circulate to help students find materials and help them with reading and vocabulary. 
Let students know when they have two minutes left and help them reach a good stopping point. 

 

Interviews 25 minutes 

1) Now that students have chosen the job they want at GCG Inc., tell them it is time for them to interview to get the 
job. Tell them that if their interview goes well, they will not only get hired for the job, but they will receive a 
“signing bonus” an extra reward that companies give to new people who fill important positions. Show them the 
incentive they can get (e.g., candy, stickers). 

2) Explain the steps for students to complete a job interview for GCG Inc.: 
 

a. Decide on ONE job they will interview for. In addition to the specific job they are “applying” for, the 
interviewer will ask them some general questions about their experience and interest in computer 

� How We Did It � 

We used a GCG, Inc. chart where the five different teams had colored boxes around them that corresponded to color 
codes for the different personality types investigated in a previous activity. We told students that they could choose any job 
to “apply for,” regardless of color code, but if they wanted to learn about jobs that might be a match for their personality 

type, they could use the color codes as a guide. 
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games (see example on page 6). Tell students that they can look on their activity sheets for the 
answers to the interview questions. 

b. Students choose or are assigned a partner to work with.  

c. Each partner finds out which job the other wants to interview for and gets the colored coded matching 
interview sheet. 

d. Each partner takes a turn interviewing the other for their selected job. The interviewer asks ONE of the 
questions on the first, or “General Questions” section and ALL of the questions on the second, or 
“Specific Questions” section of the interview sheet.  

e. There is a space on the sheet for the interviewer to write down the answers. Program leaders can 
decide whether or not they want to ask students to write down the correct answers or just note “yes” or 
“no” in the corresponding column. 

f. In the 2nd section (“Specific Questions”), some questions have ALL the possible correct answers to that 
question. Remind students to read the question carefully and to notice that on some they don’t have to 
give all the answers to get it correct. 

g. There is no time limit on individual questions, but both interviews must be completed within the time 
scheduled for this part of the activity. 

h. To earn the “signing bonus,” interviewees must answer a “General Question” correctly and can only 
miss ONE of the “Specific Questions” (e.g., can only miss 1 in each section). Tell students that it is 
okay for interviewers to help interviewees get it correct. You want to help your partner get hired! 

i. When both members of a pair have completed their interview, they should turn in their interview sheets 
to a designated program leader or student. The interview sheet should be reviewed by the designated 
person and that person should inform “job candidates” that they’ve been “hired” and give out “signing 
bonuses” as appropriate. 

 

Wrap-up 2 minutes 

1) Congratulate students on their new jobs at GCG Inc. If students ask about pay or salary, tell them that they 
need to build and sell some games before anyone can get paid! 

2) Also encourage students to take their activity sheets home. Encourage them to finish reading them and to 
investigate the online resources. Suggest that they show the activity sheets and describe this activity to their 
teachers and parents. Explain that by sharing these activity sheets with their parents, they are sharing 
something they are doing in school and are sending the message that you don’t have to be a boy, or fit a 
particular stereotype, like “computer geek’ to be interested, and good at, computers. 
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Accountant 
Works with “accounts,” or 

pools of the companies 
money, using computerized 

“spreadsheets.” 

DESIGN TEAM 

PROGRAMMING TEAM 

Software Tester 

Tests finished products. 
Plays games all day 

long and tries to break 
them! 

Lead Game Designers: 

 

Work on concepts 
Thinks up ideas for the game. 

Sketches ideas for characters and 
settings. 

 

Write 
Writes the story. 

 

Storyboard 
Draws storyboards based on her 

writing and sketches. 

Repair Technician 
Maintains and repairs the 
computer equipment that’s 

used to produce the games. 

Animator 
Creates the animations 
that  make pictures in 

the game move. 

Texture Artist 

Adds the details to three-
dimensional surfaces like 

water or fur 

Technical Director 

In charge of the people 
who design and make the 

computer games. 

Chief Financial Officer 

In charge of keeping 
track of the company’s 

$$$MONEY$$$  

Character artist 
Produces computer art, 

for characters and 
creatures. 

TESTING 

TEAM 

ARTISTIC TEAM 

Chief Operating Officer 
The almost-big boss: 
 in charge of all daily 

operations of the company 

Sound Designer 

Creates new sound 
effects or background 

music. 

Background Artist 

Creates scenery and 
settings. 

 

Computer Trainer 

Teaches GCG Inc. 
employees how to use 

computer hardware and 

software. 

G.C.G. 
INC. 

DIGITAL GAME DESIGN  

 

Programmer 

Writes the “code” (like Action 
Scripting) that makes games work. 
There are many different kinds of 

programmers, including: 
 

Engine Programmers 

AI Programmers 

(Artificial Intelligence) 

Graphic Programmers 

Sound Programmers 

Tool Programmers 

 

 

Chief Executive 

Officer 
The BIG BOSS!  
Runs the whole 

company. 

MANAGEMENT 

TEAM 
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Character Artist Interview Sheet 
 

Applicant’s Name:              
 

 

General Interview Questions: 
 

 Question Interviewee’s Answer 

   

 

□ 
Please describe your experience playing electronic games. Have 
you ever played an electronic game on something besides a 
personal computer at home or in school? What was it? 
 

 

   

 

□ 

In companies that make computer games, the people who work 
there belong to one of five teams. In which of the five teams is 
the job you want at GCG Inc. located? What do you think will 

be positive or fun about working with this team? 

 

   

 
A

S

K  

 

O

N

E 

 

F

R

O 

M 

 

H

E

R

E 

 

□ 

Besides making a good salary, what are other benefits of 
working for a game development studio that you would enjoy? 
Are there other things you think you would like about working 
in a game development studio? 

 

 

Specific Interview Questions: (Answers can be found on the Character Artist Job Handout) 
 

Question Correct Answers Interviewee’s Answer Correct? 

What do you call the special computer 
program that character artists use to build 

their creatures? 

 
Modeling software 

  

    

What do you call the simple shapes that 
character artists start with when building a 

creature? 

 
 Primitive polygons 

  

    

What are 2 of the 5 ways that character artists 
find ideas? 

1) Observing nature 
2) Studying movies 
3) Studying comics 
4) Studying fine art 
5) Experimenting with new 

ideas 

  

    

What is 1 kind of formal training that most 
people in this occupation have? 

1) Fine arts 
2) Art-related subjects 
3) Animation 
4) Industrial design 

  

 
 

   

What was the average salary of a 3-D artist 
with 1 year of experience in 1998? 

$59,211   
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        RoleRoleRoleRole----Model InterviewsModel InterviewsModel InterviewsModel Interviews    

 
Purpose: The purpose of this activity is for participants to get to know a female professional in the Information 
Technology field through an interview that they design and conduct. The interview activity is structured so 
participants can get to know the interviewee both personally and professionally, in order to help them get a realistic 
picture of work in IT and to challenge negative stereotypes about people who work in that industry.  
 
Time Required: 35 minutes  
 
Materials:  

• Questions categories on flipchart (1 per group) 

• Emcees Job sheet (1 per group) 

• Pieces of paper for each question 

• Tape (1 roll for each group) 

• Markers (1 per student) 

• List of groups 

• Interviewees (1 per group) 
 

Creating Interview Questions 15 minutes 

1) Without the interviewees present, divide students into groups of 4-6 with programming pairs together (# of 
groups depends on number of interviewees). Make sure each group has a flipchart with question categories, 
paper to write questions, markers, tape and emcee job sheet. 

2) Explain that the purpose of this next activity is to prepare to interview our guests who work with computers. 

3) Tell them that each group will have 20 minutes to interview the woman assigned to their group. 

4) Explain that the interviews are for them to find out more about these women and what they do, so you want 
them to come up with the questions to ask them. 

5) Describe the 3 categories of questions for them to create that will be posted for each group: 

• Fun Facts – Questions that would be fun for the guest to answer. (e.g., What is your favorite thing to 
do on the computer?) 

• What do you want to be when you grow up? – Questions that ask about their goals or things that 
she wants out of her life (e.g., What do want to be doing a year from now?) 

• Virtual Reality – Questions about their interest in computers. (e.g., How did you get interested in 
working with computers?) 

6) Explain that each question needs to be written (large) on a separate piece of paper with a name to identify who 
is asking the question and then taped to the groups’ flipchart under the corresponding category. 

7)  Tell students that during this time the group will need to decide who will be the emcee for the interview. Explain 
that this person will direct the activity, but for each question, the girl who wrote the question will ask the 
interviewee. Show them the Emcee Job sheet (see page 9) for them to use to remember their role. 

8) Check for understanding by asking students to repeat back what they will do in their groups. 

9) Have students get started generating questions. Make sure that each student writes at least one question and 
that question categories are as balanced as possible. Ask for one student in the group to be the emcee and 
make sure that she understands what that entails. 

 

Interviews 20 minutes 

1) Introduce each interviewee to the whole group by their name, job title, place of employment and current place 
of residence. 

2) Assign interviewees to each smaller group and let student emcees begin the interviews. 
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3) Rotate around groups, help keep time, encourage participation as necessary. 

4) When there are only a few minutes left in the activity, tell groups they have time for one more question. 

5) Thank interviewees for their time. 

 

 

 

 

 

 

 

� How We Did It � 

Some of our interviewees were teaching assistants involved in program on a regular basis. Because of this, we chose 
to do these interviews early in the program so students could get to know them better and help build rapport. For all 
interviewees, we briefly explained how the activity would work (i.e., with a group of students, one as the emcee, 
selecting and then answering questions that the students generated under all three categories). 
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Emcee’s Job 

 
1) Welcome the interviewee. 

 

2) Have each group member say their name. 

  

3) Announce the official start of the interview. 

 

4) Ask the interviewee to select questions from 

the list – at least 1 from each category 

 

5) Identify the person or pair who wrote the 

questions and have them ask it out loud to the 

interviewee. 

 

6) When the interviewee has answered 1 question 

from each category, have her choose another. 

 

7) When the last question in the time allowed is 

asked, ask the interviewee if she has any last 

comments. 

 

8) Thank the interviewee for coming. 
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Love or…Not?Love or…Not?Love or…Not?Love or…Not?    

 

Purpose:  The purpose of this activity is to have participants recognize that IT represents an incredibly broad array 
of activities, several of which they enjoy, in order to dispel negative stereotypes they have about IT and increase 
their positive attitudes toward it.  
 
Time Required:  15 minutes 
 
Materials: 

• “Describe How You Feel About Computers” activity sheets (folded, 1 per student) 

• ”Love or… Not” activity sheets (1 per student) 

• Dark-colored small markers (1 per student) 

• Card or flipchart with debrief questions (1 per group) 
 

1st Activity Sheet <5 minutes 

1) Divide class into groups of 6-8 students. 

2) Hand out one copy of folded “Describe…About Computers” sheet and marker to each participant (see page 
12). Have students write their name on it. 

3) Tell students that this activity is an opportunity for them to think about their feelings and attitudes towards 
computers. Tell them that you think computers are complex tools and that complex things usually make people 
have “mixed emotions” about them – a combination of things they like and don’t like. 

4) Ask students to write a sentence or a phrase in the top computer below the phrase: “Describe How You Feel 
About Computers.”  Tell them that the sentence or phrase should describe how they feel, overall about 
computers. Offer them a fill-in-the-blank sentence if they need help: “I feel _____ about computers,” or “I think 
computers _______.”  Then have students set the sheet aside. 

 

2nd Activity Sheet 5+ minutes 

1) Hand out one copy of the “Love Or… Not” activity sheet to each student (see page 13) and ask students to 
write their name on it. 

2) Point out to students that the computers on the activity sheet are labeled with computer activities. Explain that 
two of the computers have blanks for the group to think up other activities. 

3) Have each group member read aloud one of the activities. After each activity is read, ask students to draw a 
heart or a “�” over it. 

4) Ask students to complete drawing symbols on each activity on their own. 

5) When all the students are finished completing the sheet, ask for some volunteers to share an activity they liked 
or didn’t like and to briefly explain why they feel the way they do. 

 

Debrief 5 minutes 

1) Show and ask the students to consider the following questions: 

• Did they like more of the activities, or did they dislike more? 

• Of the activities they disliked, how many of these activities are they good at doing, even if they don’t 
enjoy them? 
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• Do their ratings of the activities match with the sentence they wrote describing their attitude? Why or 
why not? 

2) Ask for volunteers to share brief answers to these questions. Take as many responses as time allows. 

3) Finally, ask students to consider whether their attitude towards computers has changed as a result of anything 
they thought about during this activity. Ask them to retrieve the “Describe How You Feel About Computers.” 
activity sheet, flip it over to the “Do you feel any different…” side and write whether or not their attitude has 
changed and why. 

4) Close by explaining that often, when people have “mixed emotions” about a complex thing, like computers, they 
often feel better if they can simplify these emotions into a like/don’t like, or love/hate position. Explain that this is 
a normal reaction, but that this simplification sometimes gets in the way of our enjoying the things that we like 
or are good at.  
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NAME: ____________________________________________ 
 

Describe How You Feel About Computers 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Do you feel any different about computers after thinking 
about all the things you do with them? 
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13  

Researching School 

Reports on the Web 

Downloading or 

Listening to Music 

Other: 

___________________

_ 

Email/ Instant 

Messaging 

Surfing the Web 

LOVE  OR... NOT? 
Typing School Reports 

using Word Processing 

Journal/Diary Writing 

Programming 

Playing Games Watching DVD’s Making Posters, Flyers 

or Invitations 

Asking for Help with 

the Computer 

Other: 

_____________ 

Drawing Using the 

Computer 
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AffirmationsAffirmationsAffirmationsAffirmations    

 
Purpose: The purpose of this activity is for participants to practice giving and receiving compliments about their IT 
skills, achievements and their positive contributions to a collaborative learning environment. As a result of giving 
and receiving these compliments or “affirmations,” participants’ confidence and positive attitudes towards IT 
activities should increase. Similarly, their positive regard for the IT-related skills and capabilities of their peers 
should increase as well. 
 

Time required:  20 minutes (1st implementation); 10+ minutes (subsequent implementations)  

  
Materials: 

• Affirmation slips (1 per student) 

• Pencils (1 per student) 

• Basket 

 

Instructions 10 minutes (1st time) 

1) Explain that the last activity of the day is called “affirmations.” Tell students that an “affirmation” is when you tell 
someone, out loud or in writing, something you noticed that they did really well. 

2) Tell students that they are going to choose one person in the group – a peer, not an adult program leader – 
who they are going to write an affirmation about. Explain that the affirmation should describe something that the 
person did really well today. It should be something related to the program (i.e., not what they are wearing, a 
note about who they like in school). 

3) Show and read the prompt on a blank affirmation slip (see page 16).  

4) Model how to write an affirmation (e.g., I noticed Brenda helping her partner figure out how to draw a person on 
the computer). Use another adult educator as the subject of your affirmation. If you are the only adult educator, 
try to use another adult with whom your students are familiar. If this isn’t possible and you have to select a 
youth, choose a youth who is unlikely to receive many affirmations from his or her peers. 

5) Model folding the slips in ¼ s. Instruct youth that they should write the name of the person about whom the 
affirmation is written on the outside of the folded slip. Model writing the recipient’s name on the outside of the 
slip. 

6) Explain that once everyone is done writing affirmations, some volunteers will pick an affirmation at random and 
read it to the group. After the volunteer reads the affirmation, he or she should give it to the person for whom it 
was written.  

7) Tell students where adult program leaders are going to put the unread affirmations so students can read them 
between sessions or during the next program session. 

8) Check for understanding and answer any questions. 

 

Conduct activity 10 minutes 

1) Give students 2-3 minutes to write their affirmations and put them in the basket. Assign the task of collecting 
the folded affirmations slips to one of the students who finishes first. 

2) When all the slips have been collected, ask for volunteers to pick out an affirmation at random and read it to 
group. If a volunteer picks one out that is written for them, they will choose again. After the volunteer reads the 
affirmation, he or she should give it to the person for whom it was written. 
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3) As time runs out, congratulate ALL students on their excellent work. Remind students where they will be able to 
find their affirmation if it wasn’t read. Instruct students who received the affirmations that were read aloud to 
store them in an appropriate place. 

 

 

 

 

 

 

� How We Did It � 

After the first couple implementations of this activity, program leaders wrote affirmations for students who did not 
receive any from their peers. The attempt was to write them in “kidspeak.” Usually students knew that a program 
leader wrote them, but it was still important to make sure they were acknowledged for the positive things they were 

doing in the program. 
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What is something you noticed that someone did especially well today? 

 

 

 

 

 

 

 

 

What is something you noticed that someone did especially well today? 

 

 

 

 

 

 

 

 

What is something you noticed that someone did especially well today? 

 

 

 

 

 

 

 

 

What is something you noticed that someone did especially well today? 

 

 

 

 

 

 

 

 

What is something you noticed that someone did especially well today? 
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Group AffirmationGroup AffirmationGroup AffirmationGroup Affirmation    

Purpose:  As with the individual Affirmations activity, the purpose of this activity is for participants to practice giving 
and receiving compliments about their IT skills, achievements and their positive contributions to a collaborative 
learning environment. Group Affirmations is a capstone activity during which participants reflect on the entire 
program and receive their affirmations permanently recorded on paper. As a result of giving and receiving these 
compliments or “affirmations,” participants’ confidence and positive attitudes towards IT activities should increase. 
Similarly, their positive regard for the IT-related skills and capabilities of their peers should increase as well. 

 
Time Required:  25 minutes 
 
Materials: 

• Cardstock (1 sheet per student) 

• Markers (1 per student) 

• Masking tape (1+ rolls) 
 

Instructions 5 minutes 

1) Tell students that this activity gives them a chance to give everyone in the class an anonymous affirmation or 
recognition. If needed, define what an affirmation is (i.e., when you tell someone, out loud or in writing, 
something you noticed that they did really well). 

2) Demonstrate how each person will get a piece of cardstock, write their name on it, and have someone tape it to 
their back, so that people can write affirmations on the cardstock. Have another adult (co-program leader) do 
the same and write on each other’s cardstock as an example. 

3) Model and encourage students to write something about group members’ accomplishments or skills rather than 
their appearance or personality. 

4) Check for understanding and answer any questions. 

 

Conduct Activity 20 minutes 

1) Ask everyone (including adults) get a piece of cardstock, a piece of tape, and a pen, write their name on the 
paper, have someone next to them tape it on their back, and start writing on others’ backs when they have their 
papers taped. 

2) When the group seems finished with writing or time is up, have everyone remove their cards to look at the 
positive comments they received. 

3) Have each student read aloud their favorite comment as time allows. 
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Who Should Be ProudWho Should Be ProudWho Should Be ProudWho Should Be Proud????    

 
Purpose:  The purpose of this activity is to help participants recognize their accomplishments in the program and to 
help them recognize that there are adults and peers in their lives who may also recognize these accomplishments. 
Through these types or recognition, participants’ self-confidence and positive attitudes towards IT should increase. 
 

Time Required:  25 minutes 
  
Materials:  

• “Who Should Be Proud” sheets (1 per student) 

• Completed sheet example 

• Scissors 

• Small markers or pencils (1 per student) 
 

Instructions 5 minutes 

1) Divide class into groups of 6-8 students. 

2) Show and briefly describe completed example. 

3) Pass out one “Who Should Be Proud?” sheet (see page 19) and one pen or pencil to each student. 

 

Conduct Activity 20 minutes 

1) Have students complete the 5 sections on the sheet. 

2) Ask each girl to share one section with her small group. If there is extra time, have volunteers share additional 
sections. Ask for specific examples to encourage discussion. 

3) If students do not report having anyone make fun of them, encourage them to write “no” by the question and 
then add what they would say to someone if they did make fun of them. 

4) Pass out scissors. 

5) Have students fill in and cut out the invitation section and put it in a place where they will remember to give it 
out. 

6) Collect scissors and top portion of sheet. 

 

 

 

 

 

 

 

 

� How We Did It � 

We did this activity toward the end of the program, so we also included invitations to the final graduation day for 

students to fill out and color. 
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Who Should Be Proud of You? 
 

 

 

Who else SHOULD be 
proud of your work in 

GCG? 
 

_________________________ 
 

Go home and share with 
them ONE THING you’ve 

done in GCG that you want 
them to be proud of! 

Who has told you that they 
are proud of your work in 

GCG? 
 

_______________________________ 
 

Write what they said to you 
in the balloon above. 

Who is one person who is 
proud of your work in GCG? 

 

 

________________________________ 

 

Cut this Out & Invite Someone to the GCG Graduation! 
 

Dear: ______________________ 
 

 Please come to the GCG Graduation to see the computer game I 
built with my partner! [Insert date, time and location here] 
 

       
Signed: _______________________________ 

Has anyone made fun of you for being in GCG? 
 

Use the balloon above to tell them why 
they should be IMPRESSED with what 

you have done in GCG! 
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Gallery WalkGallery WalkGallery WalkGallery Walk    
 

Purpose:  The purpose of this activity is to promote a collaborative learning environment through giving and 
receiving positive attention and feedback, and for participants to identify particular strengths in their work and their 
competencies. Together, these effects should help participants see themselves as expert resources for their peers 
in specialty areas and lead to peers coming to them for consultation in their areas of strength. Gallery Walk also 
sends the message that peer help is available and valuable. 
 
Time required: 30 minutes 
 
Materials:  

• List of student groups 

• Ground Rules poster 

• Blank flipchart sheets 

• Large index cards (1 per student) 

• Colored markers (1 per student) 

• Tape (1 roll per group) 

• Feedback Forms (optional) 

• Computers (1 per pair) 
 

Introduction <5 minutes 

1) Explain to students that they are going to participate in an activity called “Gallery Walk.” Explain that the name 
“gallery walk” comes from visiting museums and art galleries, where people walk around to look at different 
exhibits and pieces of art. Tell students that this activity is going to be similar to visiting a gallery or museum 
except that instead of looking at art or exhibits, they are going to look at each others’ games.  

2) Emphasize that their projects are “works-in-progress” and that they should all be proud of their 
accomplishments at any stage of completion. Refer to the Ground Rules poster and remind them that they are 
in force during this activity and that every one is expected to respect the work of others. Finally, express 
confidence that all of them have at least one thing in their project that they should be proud of. Be sure to 
include this step because many students may feel uneasy showing their work. Youth often feel like their work 
isn’t very good and are reluctant to show it for fear of being embarrassed or feeling like they are going to be 
judged or that their work is going to be unfavorably compared to other work by their peers.  

3) Explain to students that each programming pair will have a few minutes to showcase their game. Explain that 
after each project is shown, the students looking at the work will give feedback for two minutes.  Explain that 
this feedback should include one or more of the following things: 

• Questions you have about the project being showcased. 

• Things you liked about the projects, suggestions for things that you think would improve the project. 

• Ideas for new things the pair could consider adding to the project.  
 

Generating Questions 5+ minutes 

1) Divide students up into small groups consisting of three sets of pair programming partners. After the students 
have joined their small group, assign them a place where they can work together. 

2) Explain to students that they are going to spend a few minutes brainstorming questions they can pose to pairs 
as they showcase their game. As necessary, require the groups to generate a minimum number of questions in 
the time available for brainstorming in order to help keep them on task. 

3) Remind students to please be respectful when inventing questions to ask pairs about their games (refer to 
Ground Rules). 

 

 

 

 

� How We Did It � 

Students were reminded of which game component was being showcased that day and encouraged to write questions that 

were specific to that part of their game. 
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4) Pass out markers and index cards. Tell students to write down questions they might want to ask about the 
game components they see during the Gallery Walk. Instruct them to write in big letters and put only one idea 
on each card. 

5) Have adult program leaders circulate to assist with the brainstorming process and to make sure that questions 
are constructive. 

6) If students are having a difficult time coming up with questions, suggest they try to think of questions that they 
would like someone else to ask them about their own game. 

7) Tell students that they have 2 or 3 minutes to write down their ideas for questions. At the end of those minutes, 
ask them to put their pens down and tape their cards to the cardboard/bulletin board. 

8) Ask for a volunteer to carry the board full of questions to the computer where they are going to showcase 
games. 
 

Showcasing Games 20 minutes 

1) Each small group should visit the workstation of each of its member pairs. At each workstation, one pair does a 
“show and tell” of the game component they are showcasing. The show and tell should feature a visual walk-
through of an appropriate portion of their project. The pair should tell the group what part of the component is 
their favorite as well as what saying what part of the component they are most proud of. Each pair in the 
group should have an equal amount of time to showcase their game. (Determine and tell students time for 
showcasing and feedback depending on how many pairs you have and how big the groups are.) 

2) Adult program leaders should watch the time to make sure that all pairs get close to equal time showcasing 
their game and enforce Ground Rules around respect and “no put downs.” 

3) After each pair shares their game, encourage observers to select questions off of the board and pose them to 
the students who are showcasing their project. 

4) If you are using the optional Gallery Walk Feedback Forms (see “Optional” below), have students fill them out 
after each presentation. If time allows, have each observer share aloud something off of their form. The 
completed forms should be given to each showcasing pair to refer to when they return to working on their 
game. 

 
Optional:  The Gallery Walk Feedback form (see page 22) can be used to structure feedback at the discretion of 
the program leader. If the form is used, briefly orient students to the form:  the left hand “+”  column is where they 

write compliments about the project, the middle “∆” (delta) column is where they write suggestions for 
improvements and the right hand “light bulb” column is where they write ideas they have for new things that a pair 
could do in their game. 
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FEEDBACK FORM 
 

 

Pair or Game Name: ________________________________________________  

 
 

+ 

 

∆∆∆∆ 
 

 
 
 
 
 
 
 
 

  

 
 

 

 

 

FEEDBACK FORM 
 
 

Pair or Game Name: ________________________________________________  

 
 

+ 

 

∆∆∆∆ 
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Graduation: Graduation: Graduation: Graduation: DemDemDemDemonstration & Public Recognitiononstration & Public Recognitiononstration & Public Recognitiononstration & Public Recognition    

of Technology Knowledge & Skillsof Technology Knowledge & Skillsof Technology Knowledge & Skillsof Technology Knowledge & Skills    

 
Purpose:  The purpose of this activity is to create a capstone experience in which participants demonstrate their IT 
skills and show their IT project and achievements for an audience of peers, family members, teachers and adult 
mentors and role models. A likely product of this demonstration is that participants receive positive feedback on 
their skills and achievements from observers. The experience of giving the demonstration and receiving positive 
feedback should increase their self confidence, their recognition of their IT skill and their positive attitudes towards 
IT. 
 
Time Required:  25+ minutes (depends on the size of the group) 
 
Materials:  

• Presentation Steps (1 per pair) 

• Computer, LCD, projection screen, speakers 

• Electronic game files on computer (1 per 
pair) 

• Software program on computer (for skill 
demonstration) 

• Flipchart with order of pairs (posted) 

• Posters and student work (posted) 

• Pencils 

• Certificates (1 per student) 

• Notes regarding student acknowledgments 

• Computer lab with internet access (for Open House) 

• Bookmarked pages on browser (for Open House) 
 

 

 

 

 

 

Introduction & Overview  

1) Welcome guests & give brief overview of GCG (i.e., main program components, adult roles). 

2) Explain that each pair will take a few minutes to showcase part of their game and demonstrate a software skill 
they learned to make their game. Invite everyone to stay for the Certificate Ceremony and Open House that will 
follow. 

 

Showcasing Games & Skill Practice 5 minutes per pair 

1) Check that everyone is ready and then call up pairs in order, with their presentation steps, to each showcase 
their game and demonstrate skill. 

 

 

 

 

 

2) As each pair presents, assist them as needed. Prompt them as needed to describe what they are doing as they 
demonstrate skill. 

3) As time allows, comment on special features of game at the end of each showcase. This should be specific to 
game design/programming - save personal kudos for certificate ceremony. 

� How We Did It � 

In the session prior to this, students were notified of what this session would include (showcasing games, 
demonstrating Flash skill, certificate ceremony and open house for guests to play games) and given time to practice 

presenting their Flash skill and game to an audience. 

� How We Did It � 

In the previous practice session we provided a list of steps for the students to follow during their presentation. 
Students were encouraged to put things in their own words and customize to fit their partnership and their game. 
Each pair had their list during their presentation in the event that they forgot what to cover. 
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4) After all pairs have presented, remind guests that next will be acknowledging the GCG students with a 
Certificate Ceremony. 

 

Introduction & Overview 20 minutes 

1) Tell the audience that the facilitators will call each student up to receive her certificate and to say a few words 
about what she has brought to GCG. Explain what any other activity sheets are that are included with the 
certificate. 

2) Call each student up to the front of the room, say a few words of acknowledgement and present them with their 
certificate. It is important to be as specific as possible, including examples, around their skills and interaction 
with technology. Be sure to say it directly to the student and not the audience.  

 

 

 

 

 

 

Open House 15 minutes 

1) Announce that we will complete the day with an Open House of all the games that were designed and 
programmed by GCG students. 

2) Encourage guests to ask the students questions about designing and programming games. 

3) Remind them that this is the last program session. Thank students for the opportunity to work with them. 
Provide words of appreciation and encouragement for future technology endeavors. 

4) Direct everyone to the computer lab to play games. 

 

 

 

 

 

 

 

 

 

 

For More Information 
 
Questions about the Research?  Questions about the Program? 
Jill Denner    Steve Bean 
ETR Associates    ETR Associates 
831-438-4060 x264   831-438-4060 x176 
jilld@etr.org     steveb@etr.org 

 

� How We Did It � 

In addition to the certificate of completion, we gave each student a copy of a group photo we had taken earlier, 
information on how to obtain a student version of the software they used throughout the program, and program leader 
contact information. We also used this time to have a student present a thank you card to any adults how assisted 
with the program. 


